





Storting the Ohmc 

If you hove not installed Wing Commander IV, see the Install Guide for instructions. 

Turn on your computer, go to your Wing Commander /Vdirectory (default is C:\WC4). Type wc4 [Enter]. 
To bypass the introduction and movies (although you'll still have to make the choices), press [fsc]. 

You can use a joystick, mouse or keyboard to move your cursor and fly your ship. To change the device 
for spaceflight, open the Option screen (press @@ during spaceflight) and click the box under 
CONTROLS. 

The right mouse button, joystick Button A, @ on 11 (MUS qf* through "hotspots" on the screen. 
The left mouse button, joystick trigger and (Enter) select the current action option. 


SnviHG, Lording hnd exiting 

Left-click on a Main Terminal (see p. 7). A screen of data will then appear, and you II receive a prompt to 
type your callsign. A "callsign" is a nickname that you choose for yourself. When you've entered your 
callsign, press (Return | and left-click DUTY ROSTER. 

Saving Games. You can only save from a carrier. Left click on an empty slot, then click SAVE. 
Type in a short description (up to 20 characters) and press (Enter ). You can save up to 100 
games and overwrite filled slots. 

losing Saved Games. Click on an occupied game slot, then click LOAD. 

Note: Whenever you return to Wing Commander IV after saving a game, the saved game screen 
automatically appears. You can either load a previously saved game, start a new game or exit. 

Cxiting. Press then 0 to exit the game. 
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Stunting the Cdhe 

If you have not installed Wing (c — ::e a 

Turn on your computer, go to ytwr *'•; .'.Tra.rr 
To bypass the introduction arc 

You can use a joystick, mouse :•'c ::: : : ttci 
for spaceflight, open the Option ;r ?1 T 

CONTROLS. 

The right mouse butte 

The left mouse button joys*ic< • ::r T-T- 


Srving, Lording rnc 


Left-click on a Main Terminc see: - — : 

type your callsign. A "callsign : : - : - -: 

callsign, press |Retir- 


H Saving Games. You car are rm 
Type in a short descri:*r .: : 
games and overv u e : e::: 


Loading Saved Games. - : 

Hole: Whenever you rdmt K Sing ( tm 
automaticallyappeci ;• • :: 


Exiting. Press lAiTHT, ther • v ::~e 


















































© Activate full guns. 
d3D Synchronize your guns. 
uAr j Press 0 to accept or 0 to decline Maniac's challenge 

&] Close in using your afterburners. 

L 7T & *5 !,*■ "“ I “•* lim "i' ^ «s *-1» 

• Fight the pirates. s ' 

Tel! Maniac to Break and Attack, 

«.V ,,„ s(sta 

Close in using your afterburners 


[Enter - Use ke. tot: 
® 5 . Al- er « t* 
® 6. Autocar ti 8 u 
£J' Hi/ Q] 7 . : -:*r 

® 8. A/;: - 
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12. Retl~ *: r igrr 
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Use keyboard (or joystick Button A and trigger) to fire missiles. 
Autopilot to the next waypoint. 

Autopilot to Bluepoint. 

Request clearance to land. 

Autopilot into carrier bay. 

Talk to Eisen ( left-click on him}. 


0 10. Go to the Officers' Lounge (left-click on the bottom of the screen). 

Q 11. Talk to Vagabond. 

12. Return to Flight Control. 

0 13. Attend Mission Briefing (left-click on the door on the left side of the screen). 

14. Select Ship Loadouts and Wingmen from the Main Terminal. 

(For more information , see pp. 9 and 10.) 

Q 15. Go to the Flight Deck and left-click on your ship. 

®/0 16. For auto-takeoff, press ®. For manual takeoff, increase the throttle (0). 














■ BHH ® THC Lekinbtbn 

Gamefiow (the port of the game in between missions) is driven by "hotspots" - plates on the scree- 

is nr lii t t "it? “? 11 ?? ■"’« im ,m » & 

5 T- bt l “* lt fcl «*• l»»« of fc sow describes „b„ fc 

' ® Button», 0 Cycle (firough holspels. flagg qfc faugh in reverse.) 

(Hi} Tagger, Q Select current action option. 

Talking to Characters 

tHggSiiy n Pe ° Ple t0 ,all< t0 ^ m ° Ve y ° Ur CUrS ° r ° Ver their h0tSp0, and use ,he 

Often,in movies, the game pauses and displays two choices. 

& Move the mouse (joystick/00) up or down to choose a response, then left-click (frigger/f&S]) 

Sometimes your response will affect individual morale. For instance, you can lower people's morale b 
implying that they aren't doing their job well. Often, the result is that they won't be''friendly" toward' 

you in the future, or may not fly as well in missions. y 

Other choices influence the plot Choosing one mission over another, or one person's side over someone 
else s can direct the branching of the story - even resulting in a different ending scenario! 


Gameflow Map 

3 Call up the map. 


•Vith the gameflow map, you car:: : r~ n 
landy device not only brings up: :r 

□ny "talkative" people are locate: < *: : 



A red dot indicates a it i 
briefing. 

A blue dot indicates: * 
before becoming unova * 
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Gamefiow Wap 

v Cal! up the map. 

■ th the aflme f|ow map you can go directly to any available room by left-clicking on it. Moreover this 

T&zxh »,.v* .1 *• «»* * f »*: * jir *'• 

: iy ''talkative" people are located. Talking to your shipmates is vital to moving the plot along. 

A red dot indicates a conversation you must participate in before you can attend the mission 
briefing. 

A blue dot indicates an optional conversation. These tend to be available for a short while 
before becoming unavailable. 












MISSION BRIEFING ROOM 




ruum CONTROL 

% Officers'Lounge 

¥ The heart of the Lexington is the Officers' 
Lounge, where most of the people you'll 
come to know go to relax for a moment. 
Information is traded, bets are made and 
friendships are forged in the quiet time 
between missions. Eisen's cabin even has a 
door directly into this area. 


Main Terminal 

he Main Terminal is in Flight Con~:». i V 
recess this terminal for the first * - e :. 
nter your callsign. Each time of r - : 
be terminal console displays o dos up 
romputer, with a menu on-scree • k ■. 
.'jrsor over the option you want "k e ■ - 
:mcel the screen, click Logoff Mg.- Vina 

Duty Roster 

hnm 

Duty Roster 

else the single arrows to move up y rn 
slot at a time. Use the double arrow: •; :c:i 
or down one page at a time. 

Save Gome. Left-click on on e-y. i 
dick Save Game. Type a she: :e:: : ■ x 

20 characters), then press ffmer} km 
jp to 100 games and ove 
Saving often allows you to moke: ~Ver 
choices without restarting the gcr; 

Load Game. Left-click or 


Start New Game. Begin the H • 

Leave Duty Rosier. Return to ; - *; • 
















Uain Terminal 

Wain Terminal is in Flight Control. When you 
: ::ess this terminal for the first time, you must 
enter your callsign. Each time after this, selecting 
•5 terminal console displays a close-up of the 
cmputer, with a menu on-screen. Wove the 
jsor over the option you want, then select it. To 
:;ncel the screen, click logoff Wain Terminal 


Duty Roster 


Killboard 


Parameters 


Ship Wingman Logoff 
Configuration Configuration Main Terminal 


Duty Roster 

Jse the single arrows to move up or down one 
: :t at a time. Use the double arrows to scroll up 
: ■ down one page at a time. 

Save Game. Left-click on an empty slot and 
: ck Save Game. Type a short description {up to 

20 characters), then press [Enter) . You can save 
jp to 100 games and overwrite existing ones. - . 

Saving often allows you to make different load Game Save Game Start New 
choices without restarting the game, 
load Game. Left-click on an occupied game slot and click the Load Game button. 

Start New Game. Begin the Wing Comander IV adventure from the beginning of the introduction. 
Leave Duty Roster. Return to the Wain Terminal screen. 


Leave 

Duty Roster 
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^"trol Parameters 

sound vowmc. ^ on ® es Qre Muded in saved games. 

Movie Options k ,he mws 10 adjust volume. 

mm To " le con «rsufion subtitles on/off. 
m window. Run movies in • , ' 

“ * m Show i, u up T fl ' M «*'% 

coCr SSfwSflS "* m ° de * VM f256 colors lm 8-bit l2 , 

bameflow Video Modes 


° f j^reen brightness(orris A I 

onrf @D3 to adjust brightness. m is fcri sM. You can also use few P 

JOYSTICK Calibration. Calibrate joystick. (Fnllnw rh ■ . 

REWN. Return to Main Terminal screen * ° n ^ Screen l 


billboard 

WI1 find the Killboord - -. 

-nears last on the list ancz 
-m increases. The nance 
JlS sfflfus oppear neor ter 
Ship Configuration 
Loadout Screen) 

; ^ore each mission you .• 
■•ecide whether to accept ^ 
:i “ miss, ’to hardpoinl loodar ■ 

■-nr own. If you want to dea 

-etou/f, from the Main Ter- ■ 
f p ^figuration button % • 
■ " hardpoints varies betwem sim 
mssile slots available on eaikn 
' J e indicated by text ~ :: -S 
iem 2 °f 2 hardpoinl slots tr foe 
•tou may only view the Wr:- T 

Choose your ship by usin; t- ( 

- Select the hardpoinf 

toe missile rack directly 

- Cycle through the weapons : 

- When you are satisfied with ,or j 







c xre: 


fflbty. 

quor« 

i R-bfit 2t 

4 8-bit 13n 


■ || find the Killboard in the Main Terminal. It displays the number of kills for each pilot. Your name 
:";eors last on the list, and as you complete missions and destroy enemy pl ots, the number in the Kills 
: ,mn increases. The number of aces killed by each pilot displays in the Ace column. 

: lots' status appear near their names: OK, unavailable, deceased, AWOL or sick. 

Ship Configuration 
Loadout Screen) 

ivore each mission you will need to 
:e;ide whether to accept the default ship 
:rd missile hardpoint loadout, or select 
: jr own. If you want to check out the 
■vault, from the Main Terminal press the 
I ■ p Configuration button. The number 
: : hardpoints varies between ships. The 
-isile slots available on each hardpoint ^ 

--a indicated by text — loaded’. 2/2 *-■ m 1,111 .. 

-sans 2 of 2 hardpoint slots are occupied. (Some ships have locked hardpoints that cannot be changed.) 

. You may only view the Wingman Selection and Ship Configuration after attending a mission briefing. 

Choose your ship by using the Ship buttons (Previous Ship and Next Ship). 

; Select the hardpoint you wish to change by using the Hardpoint buttons, or clicking 

the missile rack directly. 

Cycle through the weapons available for that hardpoint by using the Weapon buttons. 

- When you are satisfied with your selection, exit by selecting the Leave Weapons Loadout button. 










Wing Configuration 
(Wingman Selection) 

Before climbing info (be cockpit, you'll need to 

select the best pilot for the mission to fly os your 

wingman. 

Tbe upper pair of buttons on the left side scrolls 

through the First Wing's mission briefing; the 
brfefi SCr °^ S 1,16 SeC()^(, ®' n9 ' S 

1- At the Main Terminal, select the 
Wing Configuration button. 

Pilots that are unavailable are "dimmed" on the roster. 

■ To de-select someone, click on the "X" button. 

s««( wh, 

4. fxil It peak, fc m Slk , i B#tn " 5 “«» 


IH the Edo 

VtEWSCREEN 
Cockpit Instrumek 

front viewscreen pro.-a 
■ ew directly ahead 
namond appears on ft* eo 
ceenwhen your locke-r tree 
~:nt of you. To brine j- 
sw, steer toward the .e o* 
— if indicates tbe -ran 
s-osition. 

"hen other ships come r -= 
ready locked onto a tar*r 

Red brackets Target err 
blue brackets Targets ~e 
Green brackets Missies ecu 
Pellow brackets Turret x^r 
White brackets Ship thr 

A profile of the bracketec: x 
ship remains in view. If you loo : 

release the lock or switch tap 
earlier. 




In the Cockpit 

VlEWSCREEN 

(Cockpit Instruments) 

'■5 front viewscreen provides a clear 
ew directly ahead of you. A yellow 
: amond appears on the edge of the 
: r een when your locked target is not in 
^ont of you. To bring the enemy into 
gw, steer toward the yellow diamond 
— it indicates the targeted ship's 
position. 

■hen other ships come in view, your computer automatically targets the closest, unless you have 
: ready locked onto a target. 

Red brockets Targeted enemy ship 

Slue brockets Targeted friendly ship 
Green brackets Missiles locked onto you 
Yellow brockets Turrets on targeted capital ships 
White brackets Ship that is currently communicating with you 

A profile of the bracketed ship appears in the monitor on the lower-right side of the screen as long as the 
:nip remains in view. If you lock onto the target (press (l)), the profile remains until you destroy the ship 
:r release the lock or switch targets. Locking onto the target also activates the yellow diamond described 
earlier. 











f you prefer to fly without ony "extraneous" Heads Up Display information 
different sections of your viewscreen on and off- 
Upper-left (ctiTTH^l 


TOP VIEW 


Upper-right iCtiTTpjlj^ 
*p| Lower-left fctriTEnd] 
Y Lower-right (ctiTTp^pTn 



f. Radar Display 

ll i n '° tl eC !i m ' a L d each ship detecfed appears 05 « «*>ni dot. The ore 

nng hows the position of ships behind you; the center circle shows ships ahead of you- and the fo 

middle quadrants represent ship positions alongside, above or below you. 

Dots are color-coded, and your current target appears as a cross of the appropriate color. 

Red Dot Enemy fighter 

Blue Dot Friendly fighter 

Light Blue Dot Friendly capital ship 

Orange Dot Enemy capital ship 

Yellow Dot Missile or mine (friendly or enemy) 

White Cross Currently selected nav point 
Purple Dot Ejected pilot 

Tactual Tip: To bring an enemy target into view, find a red or orange dot on the radar Then maneuver 

zic„at ik * ,e o '’“ **»** m 


\' 

YOU* 91 * 


SIDE VIEW 


YOUR •• 
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' if shows where your ship's guns 


are aim: 


ffie red arch to rfte mrtWre of (he screen Is youf I1 m !i g ll( 

Communications (cj - — 

permission to land ofLkTdecislS' e " emy ' ^ ' nsfrutfions 10 T our wingman, req,e 

numbered fetf lf f can "mmunicofe, you'll s* 
you can send then appears). Press"ISrf r^ h ^^ (obrf »^ 
communicates with you, an imaae of the wnrlo • T s , a ® e y° u Wls ^ to send. When a - 
W -/« sprf L,„,r " tw * • fc W» M* Unit (mil« 

& Communicate 

l- 1 • Display (he communication screen in the lower left VDU. 

2- Type the number of fbe receiving ship or pilot. 

Type the number of the message you wish to send. 

Abort communications. 

— Toggle in-flight video off and on. 

Wmgman Orders 

»nii *„| Sl “ b|4 "' 1 fcl M »t 

^ ,0 k rea lt fntntnhon nnd engage enemy sltipi 

1 (SB Tells your tvingnitn? In return to formcrfion and follow you, ship. 


:SC| • 


Request Status 
Return to Base 


Help Me Out Heri 
Attack My Jorge* 


Keep Radio Silence 
Lift Radio Silence 


Enemy Jaunt 
Heed Clearance 


4. Shields and Armo: 


'our shields are designated r. 
3y the ship icon. As you *:« ? 

eld generator isn't daro:*; 
starts faking damage arc 

Green Nodo~::e 

Yellow Light dona 

Red Heavy:--; 




tip s guns are ainst 

r wingman. reo jct 

wmicate, you'll see i 
(a list of messoae 
send. When a r jm 
splay Unit (VDU; ire 


Asks how much damage your wingman's ship has taken. (This 
message also works for capital ships, but the hot key does not.) 

Tells your wingman to return to the carrier immediately. 

If the command is obeyed, your wingman is not available for 
the rest of the mission. 

Tells your wingman to engage the enemy attacking you. 

Tells your wingman to engage the enemy you have currently 
targeted. 

Prevents your wingman from talking to you. 

Allows your wingman to talk to you and breaks the 
"Keep Radio Silence" command. 

(Enemies only) Insults a targeted enemy fighter. 

(Carriers and base depots only) When you complete a mission and 
return to base, you must request permission to land. 

4. Shields and Armor (s) 

•our shields are designated by an outer set of colored bars in the lower-left VDU, and armor is represented 
oy the ship icon. As you take damage, your shields weaken and the affected bar grows thinner. If your 
:hield generator isn't damaged, shields will regenerate slowly. Once shields are pierced, however, armor 


Request Status 
Return to Base 

Help Me Out Here [mTh] 
Attack My Target [mTa] 

Keep Radio Silence 
Lift Radio Silence 


Enemy Taunt 
Need Clearance 



xtcuts (hot keys) are 

rarts taking damage and the ship i 


Green 

No damage 

1 engage enemy shies 

Yellow 

Light damage 

mi follow your ship. 

Red 

Heavy damage 







| ^ iSS| fe ™d gun icons display whenever (he loadout screen is active The nm, o / 1 j 
*» up ns lU icons, while inert,e „ns „d cnissfe ore gmf * " d *** 

IGJ Change the active gun. 

© Change the active missile 

. 

® Enable one missile from each hardpoint to he launched in a single salvo. 

af,er r r^ d, y buf/0 -°^ 0 ^ 

P? PreSS ® 0f press © un,il y° u FULL GUNS in the upper-right VDU 
(cpD Synchronize your guns so they will all fire at the same moment 
Several ships have "special" guns. 

© Toggles between normal and special guns. 

® SSrif !, “ l m t °“‘ "*'“™ »*•» *• ™ for. fa .1 ! 


" Damage @ 

- :«cription of any of your damages r : :: 

I ‘s ower-left VDU (such as "Radar 3G' ; : . 

■ i5fl| T f |rst pressing Q] to cycle —g- 

’ • r describing the currently selected sysr?- - 
engines take 100% damage, yo.- ; - : 

'r color of the text varies as follows: 

Yellow System damaged 
Green System currently unse- e: 
Red System destroyed 
8. Power Distribution T 
:::1 elrip can store a certain amount of pgt*®f 
Vou can adjust the mourn 
. >/capons (W), Shields (S) and Damcx leo 

,3,e: Whenever you decrease (or increase ~e 
clotted power Changes in power detirf 
.sper-left VDU. 

-amage Repair. The more power you c :o 
'jpaired. 

Engines. Extra power to Engines gives you : ~z 
- -wer to less than 25%, your maximu - sees: % 

Shields. Shunting power to the shields dees t-- 
rate. 







1 


i 


■ 1 ■■“ 

.* engines take 100% damage, your ship explodes. 

tor of the text varies as follows: 

Yellow System damaged 
Green System currently under repair 
Red System destroyed 

j ^ower Distribution ® . 5 ^ guns and the damage repair 

• * eapons (W), Shields (S) and Damage Repair (D). othe , systems receive more (or 



* - - >« **»•- ** *■ te " w " 
*?T„Ik tanJSS, Wmmrn sH fc „ 

**. w, P-1* h *'*- *** S "“ S ''' ’ 








knk Vm ;;™:zzi;r '• ,o " eap “' *■ <» **» * 

® p»SSr ,r " nd *»* <1* fFirough fa fa, 

Sets the current system's power to 100%. 

—~ Resets all power systems to 25% each, 
uj Decreases the current system in 5% increments. 

CD Increases it in 5% increments, 
locks a system's power allocation. 


9. Target I.D. 


P- 22). 

Red brackets Enemy ship; 

Slue brackets Friendly ships 

fal *». It, Jrmer righ, VD» ifalife fa fa, ^ „ nd ,* h „„ , k 

10. Target Profile 

Once a ship is identified, its profile appears in the lower-right VDU A dark areen imfi,, , u- u 


■ Gun Power Indicator 
"orks in this gauge indicate the pur e 
:*j use guns frequently, the power e r or 
; : ’ gun power. If you have no gun pcr^r e 
.recover power gradually if your ge'rr: 

2. Fuel Indicator 
• marks in this bar show how much fuel ■: . 
“turners may help you get out of o date-: 
rociously. If you run out of fuel, you rcesr : 
r es between ships). 

3A, 13B. Speed Indicators 
3 A. Ships have two numerical speec ni;r: 
rond that your ship tries to maintain on r >■ 
' ’Ou accelerate or decelerate (but not ; o. - 
r ; your ship is moving in klicks per sec or -: 
* 5 e your afterburners. 

" 'en you tail a targeted ship, it's useful *c 
the targeted ship. 

SB. Ships also have a graphical repress--: -: 
:? the ship without afterburners. 

^I° n Keyboord 

-ccelerate 

decelerate 









Im 


re c 


ie lover power gradually if your generator isn't too damaged. 

IIJS you'll ST.«' *• * sp,d 1 

D€tv/een ships). 

3A. 13B. Speed ladMm , |WJ -ttlB fe sp «J i. kite (» 

-.*,**.*«"« joptick Button k or 0 

100,1 rn Push device forward 

* 4 "* ef0,e Pull device backward 

’e:eierate 









K 


Keyboard Joystick Button A or 0 


Top and hold 


(3 

C§b) (bold) 

0 

fCaps Lockl (hold) 



Action 

Cut speed to zero 
Full throttle 
Match speed of target 
| Apply afterburners 
f Apply afterburners (toggle) 

Autoslide (See p. 25) 

Autoslide (toggle) 

it fe'fUl n l T If ¥pS) fc “1 ■*««Ion,ns „„ yj *», 

the key. Q and © on the other hand, ore toggles that turn the effects on/off. 

14. Active Gun, Active Missile 

Textual data on your current gun and active missile appear in your upper-right VDU. 

/ 5. Autopilot Indicator 

The autopilot indicator (AUTO) appears at the top center of your viewscreen 

53 E&stssssa=gB 

16. Missile Lock Indicator 

by. «tol ».l. to to.. linn, number uf 4 ,i ™'ZTS 

II Ike your missile Mr [girt glum, press (g „ release e Jeroy, ten nflerbnm n«ny. 


7. Jump Light 

■k ships have a jump q 
0 rake "short cuts" throt 
nps. The junp indicator . 
0 Engage 

8. Target Damage 

’ - s a reading of the amoi 
'r ery top of the scale \i 

9. Target Range 

' ndicates the distance se 

Navigation 

[n] Temporar 
describes 
nav pair 
changes, 
holding a 

Slue Complete: 
Red Uncomp* 
White Sphere Currenth 
O or ® m 
GD and (T) Zoom in 3 
(T) Cycle thro. 
















1 



m-M short cuts" through space). Listen o t view5Cre en. 

^ iu s' ni Ci« J S »«. i“™<' » di “’ wV 

fifc : . top of the scale, your target is destroyed. 

£ SthSme separating you from your target. 

holding down Button k 

glue Completed nav points 
ged Uncompleted nav points 

-.-ite Sphere Currently selected nav point 

0 or ® Select next or previous nav point 

— an( j 0 Zoom in and out, respectively 
q Cycle through forgets in area 



CL 

C5£ 

wa 

rr» 








r 



Center grid on your ship 
Jurn grid on/off in map 
Turn stars on/off in map 
Turn background on/off in map 
Exit map view 


Target Lock 

(2 Lock oh 

'■: activates o targeting r. 
net is framed by a so : 
nc moves out of view. A t 


Targeting 

Blue bracket 
Bed bracket 


Friendly ship 
Enemy ship 

White bracket Ship currently communicating 
Your ship's targeting system automatically targets the closest ship and places red (enemy) or 


(friendly) brackets around it. As long as a ship is targeted, the lower right VDU displays a profile of that 
ship. Text above that describes the targeted ships type. You must have a ship targeted before you can fire 
missiles or torpedoes. 


(T) Press j 
(wfwlt* 

0 Press ] 

•mart Targeting 
:. igbattle,youautorr 

iCtrTTs] Turn of 


0 


Press (T) repeatedly to cycle through multiple targets in your viewscreen. 

(You can only target one ship at a time.) As you switch targets, the brackets shift to 
another ship in your viewscreen. 

Target and lock on the closest ship. 

Match the speed of the targeted ship. 

When you target a capital ship, your ship places a yellow bracket around the closest turret gun location 
(in addition to the red targeting brackets around the ship). 

(0 Cycle through available turrets. 


© 


compc* 

nertial Targeting i 
• ; ghters employ the I" 
ircximize your chance of: 
~r ship whenever it's • 
-..lomatically computes" 
rread of the targeted sH 

I-ce a locked target me ■ s 
rage of your viewscreen r 
Wien the ship is in view a 










y) or blue 
jfile of thir 
»ou can fire 


its shift to 


jn location 


' 96f Lock onto a targeted ship in view (toggle). ... 

1C moves out of view. A locked ship appears as a large cross on therada. 

0 £2ley7e°iS £ers tllhenext target you select. 

[l) PressQTJ again to unlock a ship. 

computer to target any ships in the vicinity. 

lertial Targeting & Tracking S you must lead your target in order to 

■ ,"-en the ship is in view again, the yellow circle changes back to the green • 








Auto-Targeting 

Auto-targeting means that you don't have to keep the areen I ITS rlinmnnfl ri; r cr*i * . L 

damage. A ship with auto-targeting capabilities adjusts for enemy maneuvering o!S” £ 
target leaves your viewscreen, however, the auto-target is unable lfollow ' 9 y0Ur 

I Missile Lock 

1 Sr - k " m * * - 

Missiles will remain locked until fired or until the targeted ship moves out of view 


Ajtoslide 

' t 3utoslide systems allow you t: ■ 
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autoslide. (Or re 

T- can then spin your ship in an. in 
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Takeoffs and Landings 

can press (a) for an automa* : :< 
Manual Launch 

(3 ]. Press 3 to increc 
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® 3. When you've dear? 

Landing 

I. Bring the carrier in 
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3. Press the number a 
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5. Wait for "You re :*» 
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v xnoslTsystems allow you to maintain a constant, linear velocity (a deep-space version of cruise-control). 

Accelerate to the desired speed, then press and hold .Capsid to engage 
^ autoslide. (Or, press 0 to toggle sliding on/off.) 
v. ::i then spin your ship in any direction without changing the course of your ship. This is useful when 
, . •; flying near an enemy capital ship and firing at its hull, or attacking its turrets. 

: ; 3S Lock ! Release [Caps Lock) (or press 0 again) to restore normal steering controls. 

", ; ?ou cannot change your ship speed while in autoslide mode. 

’iKEOFFS AND LANDINGS 

. :-n press ® for an automatic takeoff, or take off manually. 

Manual Launch 

1. Press O to increas 0 th r °ttl e speed. 

2. Steer straight ahead to exit the launch bay. 

g 3. When you've cleared the launch bay, press ® to autopilot to the first nav point. 

.ending 

1. Bring the carrier into view. 

g 2. Open the Communications screen in the lower-left VDli, 

3. Press the number corresponding to the carrier. 

4 Press the number of the message that reads Heed clearance. 

(You must be within 10,000 klicks before you can request clearance.) 

5. Wait for "You are clear to land.' 















Manual Landing 

6a. Maneuver so that your ship faces the launch bay. 

7a. Slow down below 100 kps and glide into the launch bay. 

8a. Once you've passed halfway through the hull, you've landed. 

Note: If you try to land manually without permission you can't do anything but fly through the launch 
bay. 

Automatic Landing 

(a) 6b. Press (a) after receiving clearance to land. 

Cloaking 

Later in the game, certain ships are equipped with a defensive cloaking mechanism that makes them 
invisible to other ships for a short period of time. Once you cloak, your ship temporarily disappears from 
view and from your enemy's radar screen. 

fctriTc] Activate cloaking. 
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When you're cloaked, the viewscreen turns to black and white. 

Also while cloaked, you cannot fire missiles or normal guns. Any enemy missiles that are already locked 
onto your ship will remain locked until you're completely cloaked. After you're invisible, enemy missiles 
cannot initiate or maintain a lock on your ship. 
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iOADASmem Return to the Duty Roster screen. 

EXIT WINS COMMANDED Exit the game. 










Shift from the front cockpit view to other views using the function keys. These camera settings are 
temporary and do not save from mission to mission. 

[pH Display front view. 

[F2 1 Display view to left. 

[?3~1 Display view to right. 

(F4~~| Display view to rear. 

[ctriTF4~1 Display rear turret view in the left VDU. 

(fT) Display chase plane view from behind your ship. 

[F6 1 Cycle through all nearby ships 

(external rotational view allows you to pan around ships). 

(?F) Toggle missile camera view (activates whenever a missile is on its way). 

|F 9 ~) Toggle victim camera view (shows external view of your victims’ fates). 

[Fiol Toggle track camera view (lines your ship up with its target). 

Pressing again reverses previous view. 
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Set graphic detail leve . 

Video Mode 

Toggle spaceflight videc _ 

Game Play 
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i settings are 


Sprecflibht options 

• :=n this screen by pressing lAitlol (luring spaceflight. 

Control 

Select flight control device. Choose KEYBOARD, MOUSE, JOYSTICK, THRUSTMASTER or FS PRO. 

Detail Level 

Set graphic detail level to LOW, medium or high. The lower the detail, the higher the frame rate. 

Video Mode 

Toggle spaceflight video mode between VGA and SVGA. 

Game Play 

COLLISIONS OFF Turn collisions with other ships on/off. 

INVULNERABLE Make your ship invincible (it won't take damage). 

FUME RATE SWITCH Auto-switch between VGA, SVGA to adjust frame rate. 

ALT. FLT. MODE Turn banking ability on/off. (Banking combines yaw and roll.) 

ALT.FU.DYNAMICS Turn ship inertia on. (Maneuvering becomes more realistic.) 

Cameras 

VICTIM Switch on Victim view automatically when an enemy is about to die. 

MISSILE Switch on Missile Camera view automatically when you fire a missile. 

AUTO-SWITCHING Switch automatically between VGA, SVGA to optimize camera view frame rate. 

UNLOCK Disable flight control device while in any camera view other than front view. 

(Switches device function to panning instead of flight control.) 











Miscellaneous 

PALETTE FLASH 

jimp 

Audio 

MUSIC 
SPEECH 
SUB-TITLES 
SOUND FX 
BUMBLE 

Skill Level 

Set skill level to 


Turn damage flash on/off for your ship. 
Turn ship vibrations on/off when you're hit. 


COMING S 


CHART YDUR C 


Turn music on/off. 

Turn speech on/off. 

Turn subtitles on/off. 

Turn sound effects on/off. 

Turn capital ship engine sound on/off. 
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EJ Hel P 
HI Save 
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ROOKIE, VETERAN, ACE, HARO, CRAZY or NIGHTMARE. 

Get information on spaceflight. 

Save the newly set options. 

Return to the last set of saved options. 

Calibrate the joystick. {Center the joystick and click the trigger. Move the 
joystick to the upper left hand corner and click the trigger. Move the joystick to 
the lower right, then click the trigger again.) 

Quit Option screen and resume spaceflight. 
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